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Abstract 
Video games are a popular pastime in today's society for both men and women, as 
approximately one-half of the United States' population play them.The idea that men and 
women's masculinity and femininity are perceived differently for the type of video game that 
they play is a concept that has recently been questioned and confronted in research. In the 
present study the genre of the video game, skill level, and gender are examined in regards to the 
ratings of masculinity and femininity of the player. Results found that genre and skill level had 
no effect, but gender of the player did. The information found in this study could be shedding a 
light on how gender attributions and perceptions are made in regards to how people view men 
and women who play video games. 
Introduction 
Video games are a popular pastime for both male and female young adults in today's 
society. Approximately one-half of the entire population of the United States play video games 
according to the Interactive Digital Software Association (2005), and this number is most likely 
underestimated because of the lack ofreport from older children and adolescents (Olgetree and 
Drake, 2007). Also, a recent study conducted by Rideout, Roberts, and Foehr in 2005 showed 
that 83 % of 8-18 year-olds possessed at least one game console in their household. This form of 
entertainment is widely thought ofto be enjoyed by mostly boys and men, but according to the 
Electronic Software Association (2009) nearly 43% of all of the online video game players are 
female, and Williams, Yee, and Caplan (2008) found that female gamers play more hours per 
week than their male counterparts on online games (Eden, Maloney, and Bowman, 2010). 
Despite the increasing prevalence of female gamers, the way in which a player's gender 
is perceived by others because of their chosen game has been researched very little. 
Understanding how a gamer's masculinity or femininity is perceived in video games may 
generate further studies to examine the role of stereotypes and stereotypical behaviors throughout 
the virtual gaming world. Most games seem to be male-oriented rather than female-oriented, and 
if that is the case, then one might expect those individuals who play the male-oriented games to 
be more readily judged as masculine than feminine. Several studies have reported that men 
prefer more violent-themed games, whereas women seem to prefer video games featuring social 
interaction and less violent content (Steen, Greenfield, Davies, & Tynes, 2006). Lucas and 
Sherry (2004) results showed that women had a significantly higher enjoyment or liking for 
"traditional" games, such as card and dice games, board games, or trivia and puzzle games, while 
men preferred almost every other category of video game. Individuals who play video games 
may rely on cues like the type of game being played or the skill level of the individual to 
determine their perceptions about other player's masculinity or femininity because they cannot 
physically see the other people playing face-to-face. 
In a study conducted by Ogletree and Drake, which looked at college students' video 
game participation and perceptions, no significant gender, level of play, or interaction effects 
were found for their measure of masculinity. The only significant effect found for femininity was 
for gender, in which women scored higher levels of femininity overall than men did (Ogletree 
and Drake, 2007). To measure both masculine and feminine levels, they used the Bern Sex Role 
Inventory (BSRI). The BSRI consisted of 60 adjectives and participants indicated on a Likert­
type scale how much each adjective described them. Twenty adjectives were "masculine," 20 
were "feminine," and 20 were neutral filler items. In their study, results showed that masculinity 
was not related significantly to game playing for either men or women. 
In another study, conducted by Eden, Maloney, and Bowman, genre of video game and 
skill level of the player were studied to examine whether they had an effect on the perceived 
masculinity of the gamer. The results of their study concluded that shooter game players were 
rated as significantly more masculine than puzzle game or massively-multiplayer online (MMO) 
game players, but perceived masculinity of puzzle game players and MMO game players were 
not statistically different from each other. Also, there was no effect for player skill on player 
masculinity or significant interaction between genre and skill. Eden, Maloney, and Bowman 
concluded that game genre overall played a consistent role in determining perceptions of the 
gamer's gender. Both male and female participants in the study judged the players of the games 
with what is considered traditionally male-preferred content to be more masculine than players 
of the games with what is considered more traditionally female-preferred content. 
In the present study, I will be examining the effects of perceived gender, skill level, and 
genre of video game on perception of the player's perceived masculinity and/or femininity. I 
hypothesize that the genre of the video game will have an effect on the perceived masculinity 
and femininity of both the male and female player. The male player will be considered more 
feminine when playing the non-violent video game, but the female player will not be perceived 
as more masculine for playing the violent video game. I also hypothesize that skill level of either 
player will not have an effect on the perceived masculinity or femininity of either male or female 
player in either genre of game. 
Method 
Participants 
A total of 70 college students, 52 women and 18 men, from Eastern Illinois University 
participated in the study. All of the participants in the study were volunteers, as.no incentive was 
provided. Flyers advertising the research were posted across campus in the residence halls and 
academic buildings. All the students were undergraduates that ranged in age from 17 to 25 years 
of age. There were 11 freshman and 12 sophomores, but the majority of the participants were 
upperclassmen, with 22 juniors and 25 seniors. Participants varied in ethnicity, socioeconomic 
status, and area of study. 
Materials 
Four video clips, each one 49-SOeconds in length, are used in this study. Two of them are 
a violent video game, Call of Duty: Modem Warfare 2, and two are a non-violent video game, 
Moonlight Mahjong. Two clips, one violent and one non-violent, are of a player who is 
considered "skillful" at the game, and the remaining two clips are of a player who is considered 
"unskillful." The video game is viewed from a first-person perspective. The clips were created 
and posted on a private Y ouTube channel where they could only be accessed by the researcher. 
A questionnaire is also used in the study. Each questionnaire has 10 questions which the 
participant answers by indicating a number of 1-7, with one being the lowest and seven being the 
highest. The lowest end of the scale is represent by the anchor point of "strongly disagree" and 
the highest end of the scale is represented by the anchor point of"strongly agree." The two core 
statements were represented in the following format: "I would consider the player of this game to 
be masculine" or "I would consider the player of this game to be feminine." Both of these 
statements were on each questionnaire. The rest of the response questions on the questionnaire 
were just fillers. All of the questionnaires were anonymous and stored in sealed manilla 
envelopes by condition. 
Procedure 
The participants of this study were tested in groups. Each group of individuals was 
randomly assigned one of four video clips. The clips consisted of a first person perspective 
game, each with a different condition (skilled or unskilled player, male or female, and violent or 
non-violent game), totaling in eight different conditions. Before viewing the clip, the viewers 
were briefed that they would be watching a clip of either Jack or Abby playing either Call of 
Duty: Modem Warfare 2 or Moonlight Mahjong. The name of the player who was to be watched 
playing the video game in the clip was emphasized a second time, and the name of the game was 
repeated a second time as well for clarification of understanding by the participants. The 
participants of the study then viewed the clip as a group. After it concluded, the researcher 
restated the player's name, either Jack or Abby, and then asked the participants to make 
inferences about characteristics of Jack or Abby by filling out a short questionnaire. The 
researcher instructed them that after the questionnaire was complete, the study was complete and 
they were free to leave. 
Results 
Masculinity 
A three-way analysis of variance was conducted on the degree of masculinity of a video 
game player's ratings. At an alpha level of .05, results indicate that there was no significant 
three-way interaction between the genre of the video game, gender of the gamer, and skill level 
of the player, F(l, 62) = .152,p > .05. There was also no significant interaction between gender 
and genre, F(l, 62) = 2.673,p > .05, gender and skill, F(l, 62) = 2.088,p > .05, or genre and 
skill, F(l, 62) = .349,p > .05. There was no significant main effects for game genre or skill level. 
However, there was a significant main effect of gender of the gamer, F(l,62) = 8.785,p = .004, 
17p2 = .124. Regardless of the genre of the game or the skill level, men (M= 3.97, SD= 1.54) 
were significantly rated higher on masculinity level then women (M=2.88, SD= 1.72). 
Femininity 
A three-way analysis of variance was conducted on the degree of femininity of a video 
game player's ratings. At an alpha level of .05, results indicate that there was no significant 
three-way interaction between the genre of the video game, gender of the gamer, and skill level 
of the player, F(l, 62) = .100, p > .05. There was also no significant interaction between gender 
and genre, F(l, 62) = 2.293,p > .05, gender and skill, F(l, 62) = 1.592,p > .05, or genre and 
skill, F(l, 62) = 1.150,p > .05 . There was no significant main effects for game genre or skill 
level. However, there was a significant main effect of gender of the gamer, F(l ,62) = 18.952, p = 
.000, 17p2 = .234. Regardless of the genre of the game or the skill level, women (M= 4.71, SD= 
1.87) were significantly rated higher on femininity level then men (M =3.06, SD= 1.45). 
Discussion 
In the present study, it was hypothesized that the genre of the video game would have an 
effect on the perceptions of masculinity and femininity for both men and women gamers, and 
that the skill level of the player would not have an effect. 
As hypothesized, the skill level did not result in a significant main effect for masculinity 
or femininity. This finding is consistent with Eden, Maloney, and Bowman's (2010) findings, as 
the skill level was not a significant predictor of perceived player masculinity in their research 
study as well. The skill level of the player was manipulated by the researcher in this study to 
create the "skilled" and "unskilled" variable in each clip. Visual and auditory cues on the screen 
occasionally indicated how good or bad the player was doing (point values appearing up on the 
screen, scenes of the avatar being killed, sounds of bells for victory, etc.), and the participant 
rated the skill level as it appeared to them on the questionnaire. One possibility for the results 
that were obtained is that the participants did not perceive the skill level in each clip to be as high 
or low as it was intended (either skillful or not skillful). The ratings that the participant gave the 
skill level as they perceived it on the questionnaire were not analyzed as part of the analysis of 
the study, so they may or may not have been able to pick up on the skill level of the player as it 
was intended. According to Eden, Maloney, and Bowman (2010), men and women are very 
different in terms of what they perceive as skilled game play, and this also could have affected 
how the perceived player skill and masculinity and/or femininity were judged in the present 
study. Another alternative explanation could have been a factor of game experience. Knowledge 
about a specific game or type of game could have proved to have been beneficial for some 
participants who may play video games on a regular basis . The knowledge, or lack there-of, of 
game-specific point systems could have affected the skill level manipulation in the current study. 
Contrary to the hypothesis of this study, genre of the video game did not have a 
significant effect on the masculinity or femininity of the gamer. The violent and non-violent 
games, Call of Duty: Modem Warfare 2 and Moonlight Mahjong, did not produce the expected 
effect that was predicted. In my hypothesis, it was specifically predicted that men would would 
be considered more feminine when playing the non-violent video game (Moonlight Mahjong), 
but the women would not be perceived as more masculine for playing the violent video game 
(Call of Duty: Modem Warfare 2). Although the women were not considered more masculine for 
playing the violent game, the men were not considered more masculine by playing that same 
violent game. The men were not considered more feminine for playing a non-violent game, but 
neither were the women. The genre of the game produced no main effect or interaction, and this 
current finding does not support Eden, Maloney, and Bowman's (2010) results. The traditionally 
male-preferred content of the violent video game and the female-preferred content of the non­
violent video game did not play a role in how the player's masculinity or femininity were 
perceived as a whole. An explanation for this is that the concept of traditional male-preferred and 
female-preferred contents of a video game may be changing and becoming more universally 
enjoyed by both sexes. This not to say that there are not games that are more male-preferred or 
female-preferred, but that it does not affect the perception of the individual's masculinity or 
femininity for engaging in any genre of video game. 
The present study did produce one significant main effect, and that was gender. The male 
player was overall considered more masculine regardless of the geme of game or skill level of 
the player, and the female player was overall considered more feminine regardless of genre and 
skill level. The female player was not considered more masculine by playing the violent video 
game and the male player was not considered more feminine for playing the non-violent game. 
There are a variety of reasons that these results were obtained. One reason is that the participants 
of the study may not have known how the video games used, Call of Duty: Modem Warfare 2 
and Moonlight Mahjong, are supposed to be played. Knowledge of how a game is played, or not 
played, could be influential in regards to how a player is perceived. Previously, computer and 
internet games manufacturers did not target girls/women (Rabasca, 2000), but some changes 
have been made. In todays society, it is common for both men and women to play both violent 
and non-violent video games, so it may have not affected the masculinity or femininity scores of 
the gamer they saw in the present study. 
The violent or non-violent geme of video games, by the current study's findings, does not 
have an effect on the perceptions of masculinity or femininity of a gamer. This could mean that 
gender stereotypes, as least in a virtual world, are not as dichotomized as we might think. 
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Questionnaire 
1. I consider myself to be knowledgeable about video games. 
Strongly disagree 1 2 3 4 5 6 7 Strongly Agree 
2. The player of this video game is skillful. 
Strongly disagree 1 2 3 4 5 6 7 Strongly Agree 
3. I would consider the player of this game to be masculine. 
Strongly disagree 1 2 3 4 5 6 7 Strongly Agree 
4. I would play this type of video game for fun. 
Strongly disagree 1 2 3 4 5 6 7 Strongly Agree 
5. The player of this game is an outgoing individual and has a lot of friends. 
Strongly disagree 1 2 3 4 5 6 7 Strongly Agree 
6. I play video games on a regular basis. 
Strongly disagree 1 2 3 4 5 6 7 Strongly Agree 
7. I would enjoy hanging out with the player of this game. 
Strongly disagree 1 2 3 4 5 6 7 Strongly Agree 
8. I would consider the player of this game to be feminine. 
Strongly disagree 1 2 3 4 5 6 7 Strongly Agree 
9. Video games are an entertaining pastime for men and women. 
Strongly disagree 1 2 3 4 5 6 7 Strongly Agree 
10. This video game is more male-oriented. 
Strongly disagree 1 2 3 4 5 6 7 Strongly Agree 
